

LOADING INSTRUCTIONS 


On scoreboord I a boíl will appeor indicating your kicking time limit. If you don't 
kick it you will lose o tone. 

Storeboord 2 indicóte? yout situotion by meons of colouts: 
ted point: cone knocked ovet. 
gteen point; cone surpossed. 
blue point: cone yet to be possed. 

2 CONTROL OF THE BALL. 

In Ibis test of obility you must hit tbe boíl between 25 ond 35 times, without 
letting it touch tbe gtound, using yout heod, knees, shouldets ond feet. 

The control keys ote tbe following: 

ACTION-UP: heod ond shoulders. 

ACTION; knee. 

ACTION-OOWN; feet. 

The Computer decides wbether to hit tbe boíl with yout tight side or yout left side 
so this shouldn't wotty you. 

On scoreboord 1 orrows will oppeor on the right or left tbot indicóte which woy 
the boíl will go (e.g; if you've ¡ust hit it with yout left knee ond on ottow 
pointing to tbe left appears tbe next touch will be with yout foot. If tbe attow 
oppecrs pointing tight tbe next touch will be with yout shoulder. If nothing 
oppears on scoreboord 1 then you should hit it ogoin with yout knee.) 

3 LONG PASS 

This skill will improve your ploying visión ond your obility when it comes time to 
poss o boíl to o teommote in o good striking positrón. 


The first thing thar will opeear 
on screen is the direction your teommote will follow and where you should send 
the boíl fot him to shoot. 

The second thing Ihot appearc on scoreboord 1 is the number of ottempts you 
hove left to try to quolify. 

After Ihot, ond olso on scoreboord 1, the icón indicohng the time left to poss the 
boíl will oppeor. You can poss whenevei you wont to so long os you do it within 
the time limit. 

When the time tuns out you must shoot, ond scotebootd 1 will show the 
¡ndinotion in degtees of your poss, which you con control using the left-right 
keys. 

Once the direction of the boíl is detemined you hove to moke sute you kick it 
with the proper fotce. Fot this putpose on scoreboord 2 on icón will oppeor, ond 
it will go up ond down indicohng how hard you're going to hit it while 
you hove the oction key pressed. The moment you let go of the 
oction key the boíl will be kicked accotding to the fotce 
indicoted by the icón, the mínimum being 0 ond the moximum 
3). 

If you get the angle ond fotce right ond send the boíl to the 
exoct point where your teommote is expecting it when you 
begin the skill, he will score a spectaculor goal thot you 
will see cióse up. 

If you mess up the pass the boíl will start floshing on and 
off. 

4 SHOOTING FOR GOAL 

In this skill you hove to try to score a goal when a 
teommote posses you the boíl. 

First or all you will see the diiection yout teommote will 
follow ond the exoct point where he's going to poss the 
boíl so thot you can slrike. 

After Ihot on scoreboord f will oppeor how mony ottempts you hove left to try to 
quolify. 

As soon as your teommote starts moving run 
towords the point indicoted. When you think you 
ore well positioned woit till o boíl appears on 
scoreboord 1 and then strike. If you are well 
positioned you will score a spectaculor 
gool, if not your imoge will blink on ond Al'*' 
off to indicóte thot you have foiled. «/t*n ,*-vVV<«/ 


PLAYER CONTROL 

ADVANCE ANO DIRECTION; With the control keys you con direct the ployer 
signalled by the POSSESSION ARROWS. 

When the other team has the boíl or noone has it, by pressing the oction key 
you will goin control over the ployer neorest to the boíl. 

SHOOTING FOR GOAL: When you hove the boíl you can try to score o gool os 
follows: 

Press the oction key ond wotch the forcé indicotor. To kick the boíl all you 
hove to do is releose the key. 

THE G0A1KEEPER: The goolkeeper ploys on his own. Your only mission is to 
decide how fot he kicks the boíl when he hos it, ond when (hete is o penalty 
kick ogoinst your teom you hove to decide which woy he's going to try to 
stop the boíl, but only after the ball hos been kicked. 

TACKLES: To take the ball from on opponent press the oction key, align 
youtself in the tight diiection, calcúlate the forcé ond releose the key. Your 
ployer will go for his feet toking the boíl owoy from him. 

Tockles ore olso very helpful when the boíl is loose ond you wont to get it 
before yout opponent. Get down on the gtound and you'll get the boíl. 

SC0REB0AR0 STRUOURE. 

The scotebootd is mode up of 5 moró ports: 

1- Chronometet. 

2- Score indicotor, which represents eoch country by its flag ond how mony 
gools they hove scoied. Above eoch flog there is on arrow coloured occording 
to the colour of the jersey. 

3 ond 4- Forcé indicators. These indicóte how hard you kick the boíl or tockle 
the opponent. 3 alwoys corresponds to the teom ploying in the uppei field 
ond 4 to the teom ploying in the lower one, ond they alwoys coincide with 
the colour of the jersey. 

5- Message oreo. It shows the nome of the ployer in possession of the boíl, 
whot fouls ore mode, the end of eoch period, etc. 

GAAAE STRATEGIES: 

OODGING: The boíl literolly sticks to your foot; this ollows you to chonge 
directions continuously. 

PASSES: In MICHEL FOOTBALL «ASTER Dinomic uses the "POINT PASS" 
system. The exoct point where the boíl is going to lond is morked, so when 
you poss the boíl all you hove lo do is direct your neorest ployer to receive it. 
The players thot do not oppeat on screen, both from your teom ond the 
opposite teom, ore indicoted on the edge of the scteen by POSITION MARKS. 
These marks do not indicóte the distonce. They do indicóte the lines where 
they ote so thot you con moke long posses or fost counterottock ploys. 

The lost thing you must considei to moke o good poss is how hord you must 
kick the boíl. Wotch the fotce indicotor ond releose the oction key ot the right 
moment. 

SHOOTING FOR GOAL: When o ployer of your teom teceives the boíl ond you 
hove the oction key ptessed the ball will be kicked by yout ployer in the 
direction he is focing. 

This ploy is useful not only fot scoring gools but to keep the boíl owoy from 
yout own gool os well. 


INFRACTIONS OF THE RULES: 

FOULS: When you tockle on opponent fiorn the ftont ot behind violendy you 
commit o foul. If you do it within your own oteo the other teom gets to kick 
a penalty. 

OUT: When the ball goes out of one of the side lines it will be thtown bock in 
ftom the exoct point where it went out. If it goes post the end line the 
defending teom puts it in motion ftom its own smoll oreo. 

CORNER: When a ployer kicks the ball out post bis own end line the opposite 
teom gets to kick from the comer. 

There is o limited time to put the boíl in motion ogoin. After about 10 
seconds the ployer will kick it no motter whot positrón he's in. 

PLAYING OPTIONS: 

0- CHAAAPIONSHIP: 

With this option the Europeon Chompionship begins. Up 
to eight people con ploy. Press SPACE to indicóte how 
mony players there will be ond then RETURN. 

After thot introduce the nome of eoch ployer, 
the squad he is ploying with ond the Controls 
he will use. 

The chompionship begins once all the 
players hove introduced Iheir doto. 

Before eoch match the Computer indicóles 
which teoms ore ploying, who direets 
them and which Controls are to be used. 

If these coincide change them pressing A or B. The 
Computer con substitute a ployer 
who obandons the match. 

The lost thing before the motch 
starts is deciding how long it is 
going to lost; this can be 
between 2 ond 90 minutes. 

Choose the 
'•A 1 '* durotion using 
' a “'* SPACE ond 
fui»* RETURN. 


5 PENALTY KICK 

With this skill you ton proctice penalty kicks, which will come in handy 
becouse you'll be in chorge of this during the toumoment if your teom has 
the chance. 

Before you you will see the ball ond in the bock the gool with goolkeeper in 
the middle. By pressing left or right you will see thot the gool moves slighdy. 
The best time to shoot is when the goolkeeper gets nervous ond storts 
moving up and down. At that moment an arrow will oppeor on the 
scoreboord indicohng which woy he's going to throw himself. Therefore if 
you shoot towords the other side you will score. 

Another woy to score is kicking the boíl to one of the upper ongles of the 
gool. Although this is hord to do, it will be even horder for the goolkeeper to 
stop the ball. 

Scoreboord 2 indicates how high the boíl will go by meons of a horizontal 
line moving up and down. It can go ot ground level or obove the gool. 

SECOND LOAD: THE CHAMPIONSHIP BEGINS 
THE GAME: 

The gome structure is based on the Europeon Cup of National Squods. The 
lost Europeon Cup, ployed in Germany in June 1968, is the base of this 
gome. 

Group 1 wos mode up by Spoin, Denmork, Itoly ond Germony, while group 2 
wos focmed by Ireland, Englond, the U.S.S.R., ond Hollond. 

We hove left this os it wos but we olso offet you the chance of ploying with 
the squad of your choice ond surely you'll hnd olí of its stors 
The first round will consit of two leogues between the four teoms of eoch 
group. The finol dossificohon will be determined occording to the results ond, 
if necessory, the gool overage of the different teoms. 

After this, the first teom of group 1 will ploy a semifinal ogoinst the second 
teom of group 2, and the first teom of this group will ploy ogoinst the second 
teom of group I in the other semifinal. 

Obviously the winner of these two semifinals will meet in the finol to see 
who is the Europeon Chompion. 

If ony of these gomes (after the first round) ends in o he there will be on 
overtime period thot will lost until one of the teoms scores o gool. 

FX DOUBLE SPEED. 

FX DOUBLE SPEED ollows you to choose between two speeds of ploy during 
the motch: you just hove to press the key previously selected to choose 
between speed I or speed 2. In speed 1 mode the gomeploy is slower so 
thot you can ploy more piecisely. In this woy true football oddicts can enjoy 
precise posses ond elabórate ploys. 

Speed 2 mode tokes the gome bock to its usuol fost rhythm. 


HALF-TIME/STATISTICS AND END Of GAME: the gome consists of two 5 minute 
periods with a breok in between. During hoff-time and at the end of the gome 
you con see statistics of the percentages ond results of eoch ployer. 

The gome will olso end if one of the players is sent off for committing too mony 
personal fouls. This meons he con't win the gome even if he wos aheod. 


DESIGN TEAAA: 

SPE, AMS, MSX 
Progrom: Poco Mortfn. Gonzo. 

Graphics: J. Martín. Gonzo. 

Music: Manuel Cubedo. Gonzo. 

PC conversión by Poco Martín 
Cover lllustrotion: Oceon Software 
Praducedby Víctor Ruiz. 


MICHEL 


FIRST LOAD: SUPER-SKILLS 
1 DRIBBLING: 

Dribbling willl moke you improve your speed ond your dodging copacily while 
controlling the ball. 

On screen will oppeor two rows of 9 cortes thot you must dodge left and right. 
The route will be indicoted by orrows. You hove to ovoid knocking over the cones 
os well os going off the screen or kicking the boíl out becouse this would moke 
you miss o cone. 

You hove o limited omount of tíme to control the boíl. You hove to kick it ot 
certoin intervols of tíme. 


3- SLAM DUNXS: to perform a slom dunk you have to be right under the basket. 
By pressing the Function key the ployer will rise ond slom the ball down trough 
the bosket. 

While the ployer is rising you con control ony of the 8 lypes of slomdunks 
possible by using the control keys. 

4- STEALING THE BALL: to toke the boíl owoy ftom your opponent, get cióse to 
him, wotch his movements ond the moment he's not guording the ball snotch it 
ftom him using the Function key. 

5- REBOUND: to capture o rebound 
you bove to keep on eye on tbe 
shodow of the boíl to detect its 
direction. Jump up ond grab it using 
the Function key. 

PLAYING STRATEGIES: 

1- GUARDING THE BALL: all good players 
must guord the boíl when they are 
oltocking, especiollly right after steoling it, to 
ovoid losing possession. 

2- DRIBBLING: by controlling the body positrón of your ployer you can dribble the 
ball post your opponent and get o good scoring positrón. 

3- DEFENDING YOUR BASKET: the Computer is pretty good ot performing slom¬ 
dunks; if it gets owoy ftom you, run to deferid your bosket ond you will forcé it 
to throw ftom a distonce. 

4- INTERCEPTIONS: keep on eye on your opponents throws from a distonce, get 
dose and you will almost surely get the ball and ovoid o basket. 

5- THROWING DISTANCE: the closer you ore the more effectíve you will be. Try 
throwing ftom beyond the 6.25 m line. 

6- FATIGUE AND ENERGY: toke advontage when you're leeling strong and try to 
recover when you're tíred. 

Try to tire out your opponent The eHectíveness of yout throws hos a direct 
reoltion to how tíred you ore, ond remember, you con't slom the boíl when you 
ore too tíred. 

Wotch the energy level on the scoreboord. 

INFRACTIONS: The progrom will penalise ony of the following infroctions: 
doubles, bock court, out of bounds and personal fouls. Avoíd them. 

PERSONAL FOULS: these con be committed ottocking ond defending. When 
ottocking you must ovoid running into the opponent when he's defending his 
basket, especiolly if you're slomdunking the boíl. 

When defending you must ovoid steoling the ball when the opponent is guording 
it, ond never opptooch from behind. 


SPECTRUM 48K . 

1 Connect the EAR output of the SPECTRUM to the EAR output 
ot the cassette 

2 Rewind the tape the begmning 

3 Adjust the volume to 3/4 of the máximum 

4 Type LOAD and press ENTER 

5 Press PlAY on the cassette 

6. The program will load automatrcalty 
7 If ts fails to do so. repeat the operation at a different volume 
SPECTRUM *2. +3 

1 Select option 48 BASIC with the cursor and press ENTER 

2 Then Follow the SPECTRUM 48K instructions (remember that 
the volume has already been adiusted in the *2) 

SPECTRUM OISK 

1 Connect the SPECTRUM *3. 

2 Inserí the disk 

3 Select the loader option 

4 Press ENTER 

5. The program will load automatically 
COMMODORE 64 

i Make sure the cassette cable is connected, to the 
COMMODORE 128 

1 Select MOOE 64 typmg GO 64 pressing RETURN 
2. Then follow the COMMODORE 64 mstructions. 


COMMODORE 

2 Rewind the tape to the begmning 

3 Press the SHIFT and RUN/STOP keys simultaneously and PLAY 
on the cassette 

4 The program will load automatically 
AMSTRAD CPC 464 

1 Rewind the tape to the begmning. 

2 Press the CTRL and ENTER keys simultaneously and PLAY on 
the cassette 

3. The program will load automatically 

AMSTRAD CPC OISK 

1 Switch on the diskette drive 

2 Switch on the Amstrad 

3 Insert the diskette in the drive 

4 Type ICPM and press RETURN (The I is typed by pressing 
SHIFT and ® simultaneously) 

5 The program will load automatically 
AMSTRAD CPC 664-6128 

1 Type I TAPE and press RETURN (the I is typed by pressing 
SHIFT and O simultaneously) 

2 Then follow the CPC 464 instructions 


MSX - MSX 2 

1 Connect the cassette cable as mdicated m the manual 

2 Rewind the tape to the begmning. 

3 Type LOAD "CAS ", R and press ENTER 

4 Press PLAY on the cassette 

5. The program will load automatically 
MSX OISK 

1 Connect the MSX 

2 Insert the disk 

3 Press the RESET button 

4 Keep the CRTL key pressed until the menú appears 

5 The program will load automatically 
PC 

1 Insert the disk of the operativo System in umt A 

2 With the cursor at A> take out the system disk and put in the 
game disk 

3 Type DINAMIC and press ENTER The program will load 
automatically 

C64 CARTRIOGE 

1 Make sure the Computer or consolé is switched off and connect 
the cartridge 

2 Switch on the Computer or consolé 


AMSTRAD 

Left Court 

Right Court 

UP 

1 

F7 

DOWN 

Q 

F4 

LEFT 

D 

F2 

RIGHT 

F 

F3 

CONTROLKEY 

RESTARE: SHIFT X CTRL X ESC 
ABORT: 6 

END REPEAT PLAY: SPACE. 

2 

F0 


SPECTRUM 

Left Court 

Right Court 

UP 

1 

0 

DOWN 

0 

0 

LEFT 

S 

H 

RIGHT 

D 

J 

FUNCTION KEY 

Z 

M 

RESTART: SYMBOL X ENTER X 0 


ABORT: 6 

END REPEAT PLAY: SPACE. 




UP 

MSX 

Left Court 

Right Court 

1 

▲ 

DOWN 

Q 

▼ 

LEFT 

D 

◄ 

RIGHT 

E 

► 

FUNCTION KEY 

RESTART: SHIFT X CTRL X ESC 

Z 

ENTER/RETURN. 


ABORT: 6 

END REPEAT PLAY: SPACE. 


OPTIONS: 

f- ONE PLAYER: you ploy ogoinst the computen 

2- TWO PLAYERS: you con compete ogoinst your friends ond see how good 
you ote at baskelboll. 

3- LEVEL: you con choose between (bree different ploying levels: R00KIE, 
AMATEUR and NBA; tfiis lost level is very complicoted. 

4- CHANGE ÑAMES: enter your nome in the left court ond if you're ploying 
ogoinst another person enter your ñame in the court you're going to deferid. 

5- CONTROL OPTIONS: if you're going to ploy ogoinst the computei only 
select the optíons for ployer 1. 

If there are two players you will have to select different Controls for eoch of 
them. 

When redefining keys there moy be some combinations thot are 
incompatible. The ptedefined keys option ovoids this problem. 


TECLAS DE CONTROL 


BASKET 

MASTER 

INTRODUCTION: 

When you go out on the court 
you will be netvous, wotried, 
wonting to play o good game 
ond afroid of foiling thiee 
point throws. 

All your musdes are tense, 
odrenolin flows through your 
veins and yout broin is 
occupied trying to work out 
your opponent s weaknesses. 

Basketball is the sport that 
contributes the most towords 
the physicol development of 
the body, accotding to a 
Computer speciolising in sports 
from the Massochussets 
Instituto of Technology. 

Basket Moster is proof of the 
fact that basketball also 
contributes to tbe 
development of the mind. 


STRUCTURE OF SCOREBOARD: 

The scoreboord consists of the following indicators: 

- Energy base: it shows the physicol condition of the ployer. 

- Eoul counter. 

- ‘Ball necrby" indicotor: when a boíl oppears it meons you are in 
an optímum positrón to get it. 

- "Scoreboord": it keeps tíock of the points scoted by both sides. 

■ Message oreo: it shows the nome of the player and whot type of 
foul be fias committed. 

- Chronometer: it measures the 5 minutes of eoch period. 

CONTROL OF PLAYERS: 

1- ADVANCE AND DIRECTION: The control keys moke the player 
odvance in the desired direction. 

If the player does not hove the boíl the positrón of his body will be 
the same direction he's going in. 

If the ployer has the boíl the positrón of his body will not chonge, 
but he will move in the chosen direction, ond this will allow him to 
guard the ball ftom the opponent. 

If while odvoncing with the ball you wont to change the positrón 
of your body you must push the key for the chosen direction ond 
then, without releasing this key, press the function key. 

2- THROWING TO BASKET: when you hove possession of the ball 
you can throw it and try to make a basket as follows: by pressing 
the function key only, the player will jump; from this second 
positrón the player will thiow the boíl occording to his body 
positrón (sky hook, turning oround, forward, etc.) 


REPEAT PLAYS: whenevet a slomdunk is performed the ploy will be repeated in 
slow motion and dose up. 











1- UNOFFICIAL1 PlAYER. 

With tfiis optíon you can train for the championship and see how the 
Computer ploys in its seven levels of abilily. 

First choose the country you want to piay for and the Controls you ore going 
to use. Then choose the countiy thot the Computer will represen!. 

The next step is to choose the computen obility level (1-7) and after thot 
the durotion of the motch. 


5- MllSIC ON/OFF: 

TOURNAMENTS. 

DINAMIC PROFESSIONAL TENNIS consists of seven tournoments, induding the 
four thot moke up the GRANO SLAM: Wimbledon, Roland Gorros, fJ.S. Open ond 
Austrollon Open. The others ore three of the most fomous tournoments: Antwerp, 
Dolías ond International of Poris. 


2- UNOFFICIAL 2 PUYERS: 

Choose the two countries you are going to play for ond the Controls you will 
use, moking sute they do not coincide. 

Lost of olí, determine the durotion pressing SPACE ond RETURN. 

3- REDEFINE: 

This optíon ollows you to define the keys of keyboord 1 ond keyboord 2. 
With option 0 you con also define the PAUSE and CHANGE OE SPEEO keys. 

4- DEMO. 

This option lets us wotch o motch between SPAIN ond ITAIY so thot we con 
become familiar with types of plays thot con be made in MICHEl EOOTBOl 
AAASTER. By pressing SPACE we retum to the moin menú. During the demo 
you con use the CHANGE OF SPEED ond PAUSE options (with camero 
movement) by pressing the previously defined keys. 

CONTROLS: On eoch computei you con redefine two keyboords ond use 
different types of ¡oysticks. Some combinations of keys might be 
incompatible or moy moke it difficult to control the gome. 

When two ployers use the some keyboord you will hove to redefine the keys 
again. 

By pressing ENTER + RETURN +0 simultoneously you can obort the 
championship. 

DESIGN TEAM 

Footboll progrom on Spectium, Amstrod, Msx ond Pe: Pedro Sudón. 

Skills progrgm on Spectrum, Amstrad ond Msx: Javier Eófulo. 

Skills piogiom on Pe:: José Juan Quesoda. 

Graphics on Spectrum, Amstrod, Msx ond Pe: 

Snotcho, Javier Cubedo, Georgino Daviu, Rubén Rubio ond Debotah. 

Technicol Assessment: Gabriel Ruiz. 

Produced by: Víctor Ruiz. 

WE WISH TO THANK MICHEL AND THE NEWSPAPER AS FOR THEIR 
INVALUABLE COLABORARON. 


PROFESSIONAL TENNIS ASSOCIATION. 

You will ploy agoinst the top 11 playees in the world. The choiocterishcs of eoch 
ployer hove been considered: for example, André Agassi 
goes up to the net much more often thon Ivon 
Lendl, whose style of playing is much more 
restraíned. 

It will olso be hardei for you to beat no. 1 thon no. 

11, moking this simulation more reolishc yet. 

Depending on your dossificotion in the different tournoments you will be 
aworded points thot will help you improve your position in the officiol PTA 
dossificotion. Will you try and moke it to number 1 ? 

RANGE OF SHOTS. 

In DINAMIC PROFESSIONAL TENNIS you won't be missing any of the shots thot 
you con see on T.V.: drive, bockhond, volley, smosh, lob... you can olso control 
the forcé of eoch shot ond define your own style: oggressive, defensive, 
technicol... 

• EOREHAND OR DRIVE: stond to the left of the boíl ond hit it. You can direct it to 
the left or right by pressing the Action ond direction keys simultoneously. 

- BACKHAND: stond to the right of the boíl to use your bockhond. Use the 
direction keys os above. 

- VOLLEY: get ohead ond hit the boíl before it reoches the ground. You will 
surprise your opponent with your quick retum, but careful, don't be too confident 
because even Lendl hos a hord time volleying. Avoid the net and don't hit the 
boíl too hord either. 

- SMASH: you hove to be up ot the net fot this one. Don't toke your eye off the 
boíl ond hit hord! Be sute thot if you connect, the point is yours. 

- LOB: You con only do this when your oponent is up ot the net. Press the Action 
key, the Down key ond the direction you want it to go. Once this is done your 
opponent will probably wotch the ball oner his head, but you never know: you'ie 
not the only one thot con smosh the boíl. 

To hit the ball hord don't forget to press Up ond fire ot the same time. If you 
want to ploy it sofe press Down ond the Action key. 

SPECIAL TECHNIQUES. 

Two techniques used in Dinomic's tennis improve the ployobility ond moke it 
reolly professionol. 




DINAMIC 


CONSTANT CALCULUS OF THE DISTANTE BETWEEN 
PlAYER AND NET: 

When the opponent returns the ball the possible 
forcé and types of shot ore determined to ovoid 
inodequote ploys. For example, you shouldn't try a lob if you ore 
right up ot the net or a smosh if you're at the back of your court. 

2- POSITION 0F PLAYER WHEN HITTING THE BALL. 

You can control the direction of the ball by getting doser oí lorther from the ball 
ond pressing the Action key. 

3- KEYBOARD READING WHEN THE RACQUET HITS THE BALL 

At the moment the roequet hits the ball the keyboord ollows the ployer to choose 
the direction, speed and elevotion of the boíl being returned, depending on the 
keys ptessed. In this woy you can decide in o second how you want to retum the 
ball. 

This System is olso used when serving because you can decide which point of the 
court you wont the boíl to go to by directing o cursor when the boíl is in the oir. 
You cannot leorn these techniques immediately. Any ployer who wants to 
improve his gome must train until he Controls these ospeds. As for ony chomp, 
troining is the base of success. 


PROFESIONAL 

When you sit down to progrom o professionol tennis gome the moin feature 
you hove to toke core of is allowing the ployer to control olí the possibilities 
thot he would find on a real tennis court. 

If you reoch the boíl in time, with this professionol simulotor from Dinomic 
you'll be oble to do onything you wont: volley, cross the boíl to the opposite 
side of the court, smosh, lob, you con control onything... but one thing is 
sure.g is obsolutely necessory; don't think you con become o pro ond ploy 
agoinst the best ployers of the Professionol Tennis Associotion right ofter 
loading the gome. 

Of course olí the possibilities' 
are in your hands thanks 
to Dinomic. Now ifs 
your tura. 



DESIGN TEAM 

Progrom (Spe, Ams, Msx): Francisco Pérez Aguilera 
PC Versión: Gonzo. 

Graphics: Ricardo Pérez Aguilera 
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OPTIONS MENU 

O-TOURNAMENT: 

0 PTA CLASIFICARON (The first 12 positions, induding the nomes of the 
four possible rivols in Dinomic's Tennis). 

1 BEGIN SEASON: In this option you introduce the number of the ployer (1 
to 4) ond eoch one's ñame. Once this is done, by pressing option 2 
(CONTINUE TOURNAMENT) you will begin the season. This option is only 
useíul when you ore in the midle of the seoson ond you wont to stort out 
agoin. 

2 CONTINUE TOURNAMET: you con "wolk out" in the middle of o toumoment 
(ot even train o bit). This option olso lets you stort ogoin. 

3 TOURNAMENT STANDINGS: This shows you the different matches from the 
quarter fináis onwords ond whot eoch ployer hos done until the finols. 

1- CONTROLS: 

You hove the choice of redefining the keys on keyboords A ond B. 

Press 1 to redefine keyboord A ond 2 for keyboord B. 

To ploy with a JOYSTICK you hove to choose this option right before o motch 
by pressing the SPACE bor ond pressing ENTER. 

2- EQUIPMENT (GEAR): 

First you hove to choose your tennis shoes: 

- COMP. CT: Mixed solé, E.V.A. cushioning, 30% Purolite. 

- SLAM. COM: Monzo F.l. solé. Torsión system A. 20% Purolite. 

■ ROLAND G.P.: Softell System sliding solé 20% Purolite. 

Then you hove to select your roequet: 

- GPR. 203: Aluminium 7046-GP. 50% Tamiz. Tensión: 22-24Kg. 

- SOLI CC: 20% Ceromic Corbon, 80% Grophite. Tensión: 22-26 Kg. 

- KEVLAR 93:80% Grophite, 20% Kevlar. Tensión: 22-28 kg. 

Moke your own combinations of geor ond see which suit you best on the 
different surfoces: doy, gtass and synthetic. 

3- TRAINING: 

You con proctice your normal gome, your serve or just volley (with o 
machine thot throws you bolls ond mokes you run ftom one side of the court 
to the other.) 



GP MASTER 


INSTRUCTIONS 

1. - GRAND PRIX MASTER 

With GRAND PRIX MASTER you con emulóte the ochievements of one of the 
greotest motorcyde pilots in the wodd 

This videogame is not only o foithful reproducirán of the 1988 80 c.c. World 
Chompionship (racetracks, pilots,officiol dossificotion heots...)- it ollows you to 
imitóte the exod piloting style of Jorge Martínez "Aspor" os well. 

2. - WORLD CHAMPIONSHIP- 80 c.c. 

It is mode up of the seven Gtond Prix which oword points for the World 
Chompionship. The best pilots ond teoms compete to be procloimed Champion. 
Regulority in every single race is very importont. The highest number of points 
must be obtoined, olthough sometimes it is best not to risk too much. 

3. - HOW TO OBTAIN POINTS IN THE GRAND PRIX 

You compete in seven Grond Prix ond there ore eight pilots who quolify for eoch 
roce. 

Points ore aworded ofter eoch roce as follows: 
lst 20 points 
2nd 17 points 
3rd 15 points 
4th 13 points 
5th 11 points 
6th 10 points 
7th 9 points 
8th 8 points 

The points obtoined in eoc 
race will odd up and determi 
at ony time your position in 
Wodd Championship. 



4 FEATURES: 

- Surfoce type (only for troining). Choose between doy, gross or synthetic. 

- Chonge of court. 

- Number of sets: 1 (only for troining), 3 or 5. 


4.- INSCRIPTION CODES FOR NEW RACES 

At the end of eoch race you will be ossigned on ¡nscription code for the next roce 
which will ollow you to disconnect your computei and continué competing 
wherever you left off (with your dossificotíon, points, occidents, etc.) without 
hoving to stort from the beginning ogoin. You con write down this code ofter 
eoch roce ond introduce it when seleding CONTINUE COMPETING on the principal 
menú. 

The AMIGA, ATARIST ond PC (EGA) versions ollow you to save the disk with the 
nome of the rocetrock that you ore on ot ony time, so thot you con continué 
competing from wtiere you left off. These two versions do not hove ¡nscription 
codes. 


5.- PRINCIPAL MENU 

- BEGIN CHAMPIONSHIP: this option initiotes the Wodd Chompionship. 

- CONTINUE COMPETING: This ollows you to continué the Chompionship ot the 
point where you switched off the Computer- after relooding the progrom. 

- KEYS: possibility of redefining keys, except in the Atan ST veaion, where the 
keys ore: 



UP= CONTROL 

D0WN= SHIFT (left hond side of keyboord) 

RIGHT= SHIFT (right hond side of keyboord) 

LEFT= KEY IMMEDIATELY LEFT OF RIGHT 
HAND SHIFT BRAKES, 

CLUTCH= SPACE. 

- JOYSTICK: once this option is 
chosen, if you wish to ploy 
on the keyboord you 
must go bock to 
t h e 
principol 
menú. 

6.- SECONDARY MENU 

- PRACTICE: you con go oround the rocetrock os mony 
times os you wont, regordless of occidents or 
speed. 

- QUALIIFICATION HEATS: these toke place before 

the race ond determine the position in which the pilots will begin the roce. Your 
time should be fast enough so that you can be one of the eight pilots quolifying 
for the toce, with the possibility of choosing the "pole position' - if yours is the 
best time ■ either on the right hond side or the left hond side of the front row. On 
the upper port of the scoreboord you con see the limes performed by the other 
pilots, os well os the time it hos token you to complete eoch lop. It olso indicóles 
if you are one of the top eight pilots, ond your position ot the stort of the race. 
Of course you 



Maybe it is fote thot the lost hour for good 
upon the eorth hos come. Chu Ngo hos 
taken power over the original manuscript 
where Chen Hueng, founder of Choy Lee 
Fut, corefully wrote down all the secrets of 
his poweiful mortiol ort. This manuscript is 
now o terrible weopon in the hands of evil 
ond only the brovest omong the worriors 
can hold it back. The manuscript of Chen 
Hueng must be recovered whatever the 
costil! 

Reody for action??? 

DUMMIES. 

When you stort to ploy you will have to 
proctise with the fomous Wooden Dummies. 

These 'Wooden Men' origínate from the 
temple of Shoolin and ore used in troining 
fot lock of o live opponent. 

The moin purpose of the dummies is lo 
show the opprentice how to calculóte the 
distonce between himself ond his opponent os well os centering the ottock in three 
oreos: the heod, the torso, the lenghth of the body or legs. Speed is on obility thot 
must be developed in order to get the enemy in unstoble positions ond knock him 
down. 

In troining the most importan! foctors ore precisión, speed ond the use ofi 
simultoneous techniques; therefore by proctising with dummies we must keep these 
three elements in mind to reoch the highest score possible - this will ollow us to begin 
the fight in optimum conditions. 

The dummies (or Jong in Contonese) ore the following: 

CHINGJONG for the fist 

MUI FA 00 JONG for the sword 

MUI FAGWAN JONG for the spear 

You will hove o limited time to proctise with each dummy. If you do not wish to 
proctise you con abondon the screen by pressing ENTER. 

WEAPONS. 

FIST or Emply Hond. 

The tremendous forcé generoted by the movements of Choy Lee fut come from o 
reloxed body. Not being controcted or tense, the opprentice con reoch out ond control 
o brooder field, is much quicker (o controcted body loses speed) ond hos much more 
strength when hitting becouse not only the orm is used but the whole body. 
Nimbleness, combinotion of movements ond corred distonce ore key foctors fot the 
obtoinment of the moximum effectiveness when fighting. 





must try to complete o lop in the lowest omount of time, ond within a máximum 
of 15 minutes. You can discontinué these qualificotion heots ot ony moment 
using the key redefined for this purpose. Your position ot the stort will cortespond 
to thot which you had goined at that moment. If you abandon before quolifying 
you will hove the option of wotching how the other eight pilots perform. 

- CLASSIFICATION: by pressing this option you can see the provisional 
dossificotion of the World Chompionship. 

- SEE CIRCUIT: Before eoch roce you con see the rocetrock ot o smoller scole with 
its moin features: length, fostest lop, pilot who did it, averoge speed. 

Pressing o key you will oppeor ot the stort of the (rock without ony other 
motorcydes, ond you con move oround using the keys chosen for thot purpose. 
This lets you exomine the rocetrock before competing. 

-DEMO: this is a race thot does not count fot the World Chompionship. Try it, 
you'll like it. 

-PRINCIPAL MENU: this tokes you bock to the principol menú. 


SWORD or Dhon Do. 

The onimol thot inspires the use of the sword is the wild TIGER becouse this 
weopon should be handled fiercely, feorlessly, like a tough ond fost wild 
tiger, sometimes leaving (very coid bloodedly) on opening in your own guord 
to fool the enemy ond moke him ottock before you strike. 

SPEAR or Cheong. 

The spear is like a floating DRAGON, flexible and penetroting like the spirit of 
this animal. Flexible becouse it is made from bomboo to ovoid the stiffness 
of o wooden stick ond to ensure versotility. Penetroting becouse its lenghth 
lets you fight from a distonce ond you must penetróte the enemy's guord 
like o dragón breathing fire. The speor is the king of long weopons and 
between the metol tip ond the stick it hos o colourful tow used to distroct the 
opponent. 


7. ACCIDENTS 

If you suffer o foll you con get up ond continué tacing, losing a few seconds. If 
your motorcyde goes up in flames during the qualificotion heots you connot 
particípate in thot roce, and if this happens to you during the race ifs olí over 
and you don't get ony points in thot roce. In either cose you will lose one of the 
5 motorcydes with which you con compete throughtout the Chompionship. 


SCENARIO. 

The action tokes ploce in the obandoned temple of Shoolin which hos been 
seized by the followers of the evil Chu Ngo for troining. The temple is mode 
following o lobyrinthic stiucture ond in eoch room o certoin type of fighting is 
proctised. There are mony ways to reoch the end but it will depend on your 
skill and obility to get there soon or toke forever. 


8.- PILOTING TIPS 

You have four keys to control the direction ond occelerotion of your motorcyde 
ond o 5th thot functions os dutch ond brokes. 

The first four keys (left, right,up, down) work os the occelerator if they coincide 
with the direction of the motorcyde; if not they will make it tura towords the 
direction ptessed, ond if we press the opposite key the motorcyde s speed will 
decreose due to the foct thot the keys interad and work agoinst eoch other. 

To begin the race properly you must press the duteh/brokes key ond ot the 
some lime the occelerator (the 'up' key). As soon os the green light flashes on 
you must let go of the duteh/brokes. This 5th key will ollow you to slow down 
on the curves mointoining the revolutions of your motor, and thot woy you con 
speed awoy fron the curves by lifting up your finger from this key. 

You will have to do your best when combining the five keys in order to keep 
your motorcyde going ot the highest speeds ond following the quickest patterns. 

DESIGN TEAM 

GRAPHICS 

DESIGN AND MAPPING OF RACETRACKS JAVIER CUBEDO 
GENERAL ANALYSIS 

INTELLIGENT DRIVING ROUTINES PEDRO SUDON 
GENERAL PREPARACION OF CHAMPIONSHIPJOSE JUAN GARCIA 
(points, timing, occidents, menus) 

MAPPING AND GRAFHIC SUPPORT ROUTINES ORLANDO ARAUJO 
SYSTEM SUPPORT, SCROLL AND SPRITE ROUTINES PACO MARTIN 
COLLABORATION ON SPECTRUM GRAPHICS ROBERTO URIEL HERRERA 
PRESENTATION SCREEN DEBORAH 
COVER ILLUSTRATION FERNANDO SAN GREGORIO 
C 64 PROGRAM FERNANDO JIMENEZ, LUIS MARIANO GARCIA 
C 64 GRAPHICS RUBEN RUBIO, JAVIER CUBEDO 
ATARI STAND AMIGA PROGRAMS MARCOS JOURON 
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DINAMIC wish to thonk Jorge Martínez 'ASPAR' for his involuoble colloborotion, 
os well os MOTOCICLISMO mogozine for their help in certoin technicol ospeds of 
the gome. 

We olso wish to thonk olí the people who, directly or indirectfy, hove contributed 
to this ambitious projed. 


When you finish a fight the Múltiple Gome will stort ond you will be oble to 
odd up points if you play properly. On the screen will appear a fight option 
ond you will hove to use the LEFT AND RIGHT KEYS TO SEE THE DIFFERENT 
OPTIONS ond the key defined os FIRE TO SELECT THE OPTION. 

SCOREBOARD. 

On the left side of the scoreboord there ore four squores with icons which 
symbolise the following: 

KNIVES UVES CHI POWER 

Above eoch icón there is o number indicoting how mony you hove. 

When you are fighting you con make use of the icons by pressing ENTER ond 
after that FIRE when the icón is lit up. 

You must be oler) ond have good reflexes. 

Eoch one of these options con be obtoined in exchange for o certoin number 
of POINTS, so you hove to keep the scoreboord in o heolthy stote. 

KNIVES: you con use them pressing the UP key to thiow them forward ond 
the DOWN key to throw them bockword. 

UVES: You will get on extra life when you select this optíon. 

CHI POWER: this ¡con gives you more power when you hit your opponent. 

PROGRAM: ENRIQUE VIVES. 

ADDITIONAL PROGRAMS: OSCAR VIVES. ANTONIO FREIXANET. 

16 BIT CODE: ANTONIO FREIXANET. 

GRAPHICS: OSCAR VIVES. PEPE SAMBA. 

ANIMACION: J A. PASCUAL OSCAR VIVES. 

KUNG FU ADVISORS: SEBASTIAN GONZALEZ. 

(TECHNICAL DIRECTOR EUROPEAN C.L.F. ASSOTIATION). GASPAR GARCIA 

(PRESIDENT EUROPEAN C.L.F. ASSOCIATION) HOWARD CHOY. 

(CHOY LEE FUT EXPERT). CHEN YONG FA. 

(GUARDIAN OF STYLE AND FOREMOST WORLDWIDE REPRESENTATIVE Of 
CHOY LEE FUT). 

PRODUCT MANAGEMENT: CARLOS BALDRICH. 

PRODUCTION AND 
GAME DESIGN: F* 

ALBERT BALDRICH. C J> 


CHOY LEE FUT 



KUNG FU WARRIOR 

In o dork región of the For Eost the forces of evil tise ftom hell like o volcono 
pouring out lava ond oshes upon o tíny seed about to sprout. In this ploce the 
most terrific entíty ever seen on the face of the eorth wos botn ond roised undei 
the abominable influx of the reolm of darkness. This true son of the devil hos 
come to demolish ony troce of human dignity ond instoll o despotic reign of 
terror. He answers to the nome of Chu Ngo, "The Yellow Devil". 

And in the some ploce where it once housed o powerful ort ot the Service of 
justíce, the temple of Shoolin, inskfe whose wolls the greotest fighters of all tíme 
lived, hos now been occupied by Chu Ngo ond his court of ruthless scoundrels 
who ote leorning the Irue ort derived from the Kung Fu of Shoolin thot hos 
reoched our doys: Choy lee Fut. 


RED UNE PRODUCT 

This is a totally guoronteed Red Une product with greot doses of oction ond 
oddictívity. 

If for ony reoson this progrom couses boredom or sleepiness inform Positive 
immediately so thot the pertinent meosures con be token. 

Our speciol thanks to Chen Yong Fo, greot-greot-grondson of the founder of 
Choy Lee Fut, fot the greot humon quolity he hos shown with his generous 
help in everything we hove requested, ond our wish thot the teochings of his 
ort extend throughout the world helping to construct a humonkind for good 
ond peoce thot we hove olí dreomt of. 
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